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starting Up 

1 . Set up your Sega Master System or 
Master System II as described in its 
instruction manual. Plug in Control Pad 
1. 

2. Make sure the power switch is OFF. 
Then insert the Sega cartridge into the 
Power Base. 

3. Turn the power switch ON. In a few 
moments, the Title screen appears. 

4. If the Title screen doesn’t appear, turn 
the power switch OFF. Make sure your 
system is set up correctly and the 
cartridge is properly inserted. Then turn 
the power switch ON again. 

Important: Always make sure that the 

power switch is turned OFF when inserting 

or removing your Cartridge. 

Note: This game is for one player only. 

@ Sega Cartridge 

(2) Control Pad 1 



Return to Darius 

Darius, a planet much like Earth, was victimized by 
an unprovoked attack. Since Darius was a very 
peaceful planet, its inhabitants were totally 
unprepared for the sudden, massive onslaught. Two 
young pilots — Proco Jr., son of the legendary Gio 
Proco, and Tiat Young — were performing biological 
experiments on board their battle-ready Silverhawk 
peacekeeper vessels, when the attack began. Taken 
by surprise, and awed by the magnitude of the 
assault, they followed their instincts and ran. 

Now, some time later, as they search for a new 
home, Tiat picks up an unusual signal on the ship’s 
radio. “Listen to this, Proco — some kind of distress 
call. . 

Proco takes the headset and strains to listen through 
the thick interference. “ . . , this is Interplanetary Line 
9031, requesting assistance. Attacked by unknown 
aggressor. Heavy casualties. All vessels destroyed or 
irreparably damaged. Requesting transport for 
survivors to nearest Galaxy Depot. I repeat. . ” 

Tiat and Proco realize, and acknowledge with a nod, 
that the people in distress are their own fellow 
Darians. “Only one thing to do,” says Proco. 



“I’m one step ahead of you,” says Tiat. “I’ve already 
begun plotting a course for Darius.” 

You are the navigator, and you can choose to make 
the journey aboard the Silverhawk piloted by either 
Proco Jr. or Tiat Young, but you’d better make your 
mind up in a hurry. Time is not on your side! You’ve 
got to travel from one end of the Milky Way to the 
other. What’s at stake, you ask? A race of people. . . 
an entire civilization. Don’t waste another second! 


Take Control! 

Directional Button (D-Button) 

• Press to move the marker in decision screens. 

• Press to move the Silverhawk in eight directions. 

Button 1 (Start Button) 

• Press to start the game. 

• Press to enter selections made using the D-Button. 

• Press to fire missiles. 

Button 2 

• Press to drop bombs. 
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Getting Started 

The Title screen follows the Sega logo. Press the 
Start Button (Button 1) to bring up the Start/Game 
Option window. To see the story screens and a 
profile of each of our heroes, don’t press the button. 

Note: Pressing Button 1 at any time during the story 
screens returns you to the Title screen. 


START 

► GAME OPT I ON 
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Setting Game Conditions 

At the Start/Game Option window, place the marker 
next to Game Option using the D-Button and press 
Button 1 . You can now set certain conditions before 
beginning play. 

Note: If you choose to begin play without checking 
the Game Option screen, the settings will be as 
shown in the photo. 

Exit: Place the marker here and press Button 1 to 
return to the Title screen. 

Player Stock: The number of ships you begin the 
game with (1, 2, 3, 4 or 5). 


GAME OPTION 

► EXIT 

PLAVER STOCK 

3 

BUTTON A 

AUTOMAT I C 

BUTTON B 

AUTOMAT I C 

GAME LEUEL. 

EASV 

PLAVER 

PROCO 
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Button A: Corresponds with Button 1 on your 
Control Pad. Select Automatic for rapid fire, or 
Manual if you want to control the frequency of your 
shots. 

Button B: Corresponds with Button 2 og your 
Control Pad. Select Automatic to drop bombs 
continuously, or Manual to control bomb dropping. 
You have an unlimited supply of bombs, so don’t be 
shy! 

Game Level: Choose an Easy, Normal or Hard 
game. 

Player: Select Proco Jr. or Tiat Young. The 
descendant of Darius you select becomes the pilot of 
the Silverhawk. The pilots begin the battle with 
different capabilities; 

Proco Jr. — Single shot, single bomb 

Tiat Young — Double shot, double bomb, vertical 

laser beam 

Screen Signals 

0 Your current score. 

@ Number of ships remaining. 


(3) The zone you’re currently playing. 



A Race Against Time! 

You control either Proco Jr. or Tiat Young, both 
survivors of the tremendous attack on their planet, as 
they attempt to return to Darius. Maneuver the 
Silverhawk through each zone, blasting at enemy 
craft and avoiding their return fire. Don’t come in 
contact with walls, ceilings, floors or barriers of any 
kind, or you’ll lose a ship. 


The Danger Zones 

Your journey begins close to the Sun and takes you 
all the way to Jupiter, the nearest major planet to 
Darius. You start in Zone A, and as you move by the 
planets, you can choose your own course. After you 
successfully get through Zone A, the Zone Map 
appears. There are twelve zones altogether, but you 
don’t need to get through all of them. As you 
approach Mercury, the Moon, Mars and finally 
Jupiter, you can choose your direction. 
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ZONE SELECT 
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An arrow appears at each of the aforementioned 
stages in your journey. To pick a zone, press the 
D-Button to move the arrow so that it points to the 
zone you want to try. Then press Button 1 and the 
game continues from the zone you selected. 


Items 

As you battle the unknown enemy forces, items will 
appear. They can increase your power or give you 
extra life! Move the Silverhawk over them to take 
them and immediately realize the benefits! 

This item appears in four different colors. 

Red: Increase the destructive power of your 
missiles. 

Green: Unleash more powerful bombs on surface 
and low-flying targets. 

Yellow: Take this item to make your laser beam 
even more powerful!. 

Blue: Take advantage of the proton shield and go 
on the offensive! If you take too many hits, though, 
the shield disintegrates. 


This item increases the power of all of your 
weapons. Can you spot it when it appears? 

Use this extra ship to help prolong the battle! 


The last item is one that you should not take, but 
rather destroy. The Energy Core, a highly volatile, 
highly-compressed mass, explodes violently when 
near a heat source. Your missiles should do the trick 
nicely. Blast the core and eliminate all enemies in 
the area in the process! 


Zone Guardians 

Before you can continue to the next stage of your 
trip, you must do battle with and defeat one of the 
guardians. These nightmarish creations attack in 
various ways, and are formidable, but do have weak 
points. Find them and blast away! 

Note: When you choose Tiat to pilot the Silverhawk, 
the guardian at the end of Zone G is a different one 
than Proco Jr. would face. 
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Game Over/Continue 

Your objective is to clear Zone J, K or L and rescue 
the remaining Darians. If you succeed, the game 
ends and you’re a hero! Should you get in the way 
of enemy fire or crash into a stationary structure and 
lose all of your ships, the game is over. However, 
you can continue playing as long as you have credits 
remaining. 1: 


After you lose your last ship, the Continue screen ■« 
appears. If you want to keep playing, press Button 1. 
Make sure you do so before the timer runs out! You 
can continue up to five times. 


High Score Screen 

If you choose to Continue after running out of ships, 
your previous score is entered into memory. Should 
you end up in the top eight, you can enter your 
name in the High Score screen. You’ll need to rack 
up at least 300,000 points, though, or you’re out of 
luck! 


CONTI 

o 

N U E 


O 

a 

PRESS STRRr 

BUTTON 

C R E D I 

o 

T OS 


RANK 

SCORE 

NAME 

CLEAR ZONE 

tST 

10U8 lUO 

NA 

L . MOON 

2ND 

500000 

KWA 

D. UENUS 

JRD 

a 50000 

T ST 

D. OENUR 

aiH 

aooooo 

KRO 

C. MERCURY 

ST H 

3:;>ooou 

t;!NU 

C. MEHCURV 

6TH 

•joooou 

UK r 

B. MERCURY 

VI M 

JOOOOO 

OGR 

R. MERCURY 

8TH 

300000 

GTO 

A. SUN 


Next to your score you can enter up to three 
characters. Press the D-Button up or down to reveal 
different characters and press Button 1 to enter one. 


Stellar Suggestions 

• Enemy craft and creations attack from all directions 
and without warning. A moving target is much 
harder to hit than a stable one! 

• Learn the attacking patterns of the various types of 
enemy craft, as some appear repeatedly. 

• Each zone guardian has particulaly weak points. 
Find them and attack relentlessly! Also, if an 
energy core appears, destroy it immediately! 

• Take every item you can find, as you’ll need every 
degree of power available to get back to Darius! 
Good luck! 


5 




SCOREBOOK 


SCOREBOOK 
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Handling This Cartridge 

This Cartridge is intended exclusively for the Sega 
System. 

For Proper Usage 

® Do not immerse in water! 

( 2 ) Do not bend! 

(D Do not subject to any violent impact! 

@ Do not expose to direct sunlight! 

(5) Do not damage or disfigure! 

® Do not place near any high temperature source! 
(7) Do not expose to thinner, benzine, etc.! 

• When wet, dry completely before using. 

• When it becomes dirty, carefully wipe it with a 
soft cloth dipped in soapy water. 

• After use, put it in its case. 

• Be sure to take an occasional recess during 
extended play. 

WARNING: For owners of projection televisions. Still 
pictures or images may cause permanent picture 
tube damage or mark phosphor of the CRT. Avoid 
repeated or extended use of video games on large 
screen projection televisions. 
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